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STRANGE, FAR PLACES 

There exist many fanzines dedicated to the 
discussion of That Game Everybody Plays All of the 
Time. This isn't one of those fanzines. Outre Realms is, 
instead, dedicated to the discussion of rare games with 
limited print runs, games no longer in production, or 
games otherwise obscure. Outre Realms is a fanzine 
for the discerning collectors and connoisseurs of fine 
games that grace the shelves of few, not those games 
of a considerably more common vintage. 

As a fanzine, Outre Realms seeks to promote 
the virtue of stepping away from the mainstream in 
order to travel little known pathways to new worlds of 
adventure. Each issue of Outre Realms will focus on a 
single obscure game, providing both discussion of that 
game and various useful game-related content (e.g., 
adventures, new rules, etc). Additionally, we will also 
point you to various places where you may obtain 
copies of the game being discussed (after all, even 
obscure games are meant to be played). 

THE ¥/ORLD ! S EASIEST 

ROLE-PLAYING SYSTEM 

Given that this is the premiere issue of Outre 
Realms, I thought that it made sense to kick things off 
with the discussion of a simple game system that is 
easily accessible to everybody- and it doesn't get any 
more simple than The World's Easiest Role-Playing 
System (better known as TWERPS). 

Originally published in late 1 987 by Reindeer 
Games and distributed by GameScience, The World's 
Easiest Role-Playing System was designed by Jeff Dee 
as a tongue-in-cheek parody of popular roleplaying 
games at the time - detailed 'rule-heavy' systems thick 
with math and focused on simulation. TWERPS offered 
a serious alternative to these popular 'rule-heavy' 
systems, albeit unintentionally. 

Relying on a single initial character statistic, a 
ten-sided die, and a simple point-buy characteristic 
system, TWERPS shipped as a black and white booklet 
weighing in at less than ten pages, complete with an 



introductory adventure. Ready to read and run in less 
than 30 minutes, TWERPS lived up to its name as The 
World's Easiest Role-Playing System. 

In the years that have passed since its initial 
publication, several TWERPS genre supplements have 
covered everything from cosmic horror to four-color 
comic books, including high-magic fantasy and even 
a spoof of a popular television series about going 
places that men have never gone to before. Today, 
more than 20 years later, The World's Easiest Role- 
Playing Game is still in print (even if it is a little difficult 
to turn up at your friendly local game store). 



Q: Where can I buy a copy of TWERPS? 

A: TWERPS is available via Noble Knight Games . 



HE ¥/0RLD ! S EASIEST 



The following is a very simple TWERPS fantasy 
adventure based on the 'five room dungeon' concept 
as originated by Johnn Four . 

Room 1 : Crypt of The Ancients 

This is a round chamber of carved limestone, 
with a number of burial vaults equal to the number of 
PCs carved into the walls. Each of these burial vaults is 
sealed with a thick iron plate bearing strange symbols 
(DL 4 save to ascertain that they are wards 
used to turn away evil beings) 

Inside each crypt a 
PC awakens to find they 
are entombed alive , 
with their armorand 
weapons, and have 
been wrapped in a 
red and white robe. 
Forcing open one 
of the iron plates 
has a DL 5 from 
within the confines 




Q: Where can I find our more about TWERPS? 
A: Visit the TWERPS Yahoo group .' 



of a vault, while prying off an iron plate from within the 
room itself has a DL 3. 

In the center of this chamber is a large stone 
pillar with several small alcoves carved into it, each of 
which holds a supernatural blue flame that provides 
dim illumination, allowing the PCs to discern the pair 
of iron doors that seal this chamber. When the doors 
to the crypt are opened, the sound of grinding gears 
can be heard in the distance. 

Room 2- Way of The Righteous 

When opened, the iron doors of the adjoining 
crypt reveal this 80-foot corridor lined with 30 ancient 
statues of warrior priests wielding large, rusty, swords 
of iron and wearing robes that appear similar to those 
worn by the PCs. 

Shortly after the sound of grinding gears is 
heard, the arms of the statues begin to move, raising 
and lowering their rusty swords in a 'chopping' motion. 
Moving through the hall and avoiding the blades has 
a DL 6. If such a save to move safely through the hall 
fails, a character takes damage as if they have been hit 
by a two swords in combat. 

When a PC reaches the far end of the hall, a 
DL 3 save will allow them to see a depressed stone on 
the East wall. If pressed, this switch will stop the motion 
of the swords, eliminating the DLfor moving through 
the hall. This end of the hall opens into another round 
chamber of carved limestone. 

Room 3 : Treasury of The Ancients 

The walls of this chamber are carved with 
several dozens small alcoves, in each of which burns 
a supernatural blue flame, bathing the chamber in an 
eerie blue light. Rather being supported by a single 
large pillar in the center, the ceiling of this chamber is 
supported by four smaller pillars that are evenly spaced 
throughout the room. 

Arranged throughout this room are several 
large clay jars containing grain, dozens of small wine 
casks, and several stone chests containing spices and 
silver coins. There are no obvious exits from this room 
other than the open portal leading back to the hall, 
and a search of the walls will reveal nothing. 

A PC may notice (DL 4) that in the center of 
this chamber's ceiling is a large, circular, iron plate 



that bears markings similar to those on the iron plates 
used to seal the burial vaults. The stones chests in the 
room may be stacked atop one another and climbed 
to reach the iron plate in the ceiling. Forcing open this 
iron seal has a DL of 5. 

When the seal in the center of this chamber's 
ceiling is removed, the opening that is revealed grants 
access to the center of Room 4 (the seal acts in much 
the same way a modern manhole cover does). 

Room 4 : Throne of The Guardian 

Against the South wall of this chamber sits the 
skeleton of a warrior upon a limestone throne, with an 
engraved iron plaque embedded at its feet. Like the 
chamber below, the ceiling of this room is similarly 
supported by four smaller pillars and its walls lined with 
many alcoves containing blue flames. 

In macabre fashion, the ancientskeleton upon 
thethroneisboundtogetherwith many thick strands of 
copper wire at the joints. On its left arm is strapped a 
shield of rotten wood and in its right hand is clutched 
a spear with an iron tip. The plaque embedded at the 
foot of the throne reads "Here sits the Guardian of 
Home, Warder of Ways and Keeper of Secrets." 

There is a pair of locked iron doors on the 
North wall of this room, though a keyhole is plainly 
visible in each. If disturbed as part of a search attempt, 
the skeleton will magically animate and begin to attack 
the PCs, not stopping until it is defeated. The skeleton 
has a Strength score equal to twice the number of PCs 
present in the room. 

If defeated in combat, an initial search of the 
skeleton will reveal nothing but, if the PCs examine its 
skull more closely (DL 4), they will hear something 
rattling around within it. If the skull is shattered, it will 
reveal a small silver key that can be used to unlock the 
doors and gain access to Room 5. 

Room 5 : Temple of The Ancients 

This is a long deserted, single room, building 
that extends from the face of a limestone cliff. Only two 
of the building's walls are still standing, exposing the 
rest of the ruin to the elements. This ruin once served 
as a temple, as is made evident by the many religious 
symbols still visible upon the walls that remain. 

If searched, the ruin will yield nothing in the 
way of treasure, though a piece of collapsed wall may 
be uncovered (DL 4), revealing the remnants of a 
beautiful fresco that depicts a number of heroes equal 
to the number of PCs, all dressed as the PCs -though 
the faces of the heroes in the fresco are no longer 
visible, having been erased by time. 
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